
RRll GaUden  Y.1.1.2
a game b\ F. Bubulce

RROO GaUdeQ is a game for:
1 - 99  pla\ers
8 + \.o.
30' pla\time

CRmSRnenWV
• 99 garden sheets
• 3 dice
• 9 special veggie cards

GRal
We have to grow a veggie garden, but it's

not an eas\ task!  To grow out  seeds we must
secure  the  right  amount  of  water,  sunlight,
fertili]er and ploughing.
And  mind  the  s\nergies!  Do  \ou  know some
veggies don't go along together?
At the end, there will be just one best garden.

SeW XS
Ever\ pla\er  get  a  garden  sheet  and  a

pencil.
Get 3 dice.
Shuffle  the  veggie cards,  pick  two and  reveal
them on the table.
You can choose to pla\ without the veggie cards

BefRUe  Whe  VWaUW,  eYeU\  Sla\eU  mXVW
dUaZ in heU gaUden, in Whe VRil VlRW (VTXaUe), 2
baVic YeggieV Sicked RXW fURm Whe 4 W\SeV Rn
Whe Sla\eU aid.

Cross out one of the little squares on the
pla\er aid for each drawn veggie.

 Turn phases - 
 

baVLc YeggLeV   
WRUN        SRLO            fORZeUV, UadLR - 
VORW          VORW       aQd UeTXLUePeQWV   

 S\QeUgLeV - 

ScRUe - 

Pla\eU GaUdeQ                                 Pla\eU Aid

HRZ WR Sla\
Game last 6 turns.

Each turn is made out of 3 phases:

roll 3 dice ߞ 1

Ever\ pla\er write the 3 dice result in their ߞ 2
garden,  within  3  still  free  work  slots  (water,
sunlight, fertili]er or ploughing).
The small circle is for writing the turn numbers

Ever\ pla\er choose and draw 3 veggies in 3 ߞ 3
different and still free soil slots (square)

Pla\ers  can  draw  an\ veggie  choosing
between  the  4  basic  veggies,  the  flowers,  the
radio and from the 2 special veggie cards.

Pla\ers  can draw (pic  or s\mbol)  their
veggies  in  an\ soil  slot,  e[cept  those  alread\
filled with one veggie.

After  drawing  a  veggie,  cross  out  a
corresponding small  square on  the  pla\er  aid.
You can draw a ma[ of 5 basic veggie each, 2
flowers and 1 radio.

If \ou draw a special veggie from cards,
there  aren't  squares  to  cross  out,  but  \ou can
draw onl\ one of each t\pe.

End phase 3 and start a new turn.
6th turn is  last.  At the end of the 6th turn all
slots shall be filled.

       Dice results           VeggLe chRLceV

HRZ WR fill Whe gaUdeQ

ReTXiUemenWV
You can see that each veggie on the 

pla\er aid show 2 values related to work slots.

A work slot value (the dice number \ou 
put there) applies to the entire line or column.
So each soil slot end having 4 work values.

You can plant an\ veggie in an\ soil slot.
Nevertheless, the veggies will grow out onl\ if 
the soil slot meet the work values requirements.

Veggies planted in slot that doesn't meet 
even just one of the 2 requirements will be 
crossed out at the end of the game.

UeTXiUemeQW

S\neUgieV
In RROO GaUdeQ, simpl\ growing a veggie doesn't
award points. You score victor\ points based on 
veggie sinerg\ patterns.
Each veggie as good sinergies that award points 
and bad sinergies that make \ou lose points.
Sinergies are seen on pla\er aid and cards.
Mark good sinergies with 0 and bad one with X.
Mark them on \our garden, between two 
veggies.
Those s\nergies applies onl\ at straight adjacent
veggies, not diagonals.

RadiR dRXble aQ\ ViQeUg\ \eld

FlRZeUV and RadiR

Other than veggies, pla\ers can draw in
heir garden up to 2 flowers and 1 radio.
The\  can  draw them at  phase  3  of  an\ turn,
choosing them in place of a veggie.

Flowers Flowers ߞ   don't  have  requirements  to
meet, the\ grow in an\ soil slot.
Flowers  don't  have  s\nergies.  Each  flower
award  1  victor\  point,  plus  1  point  for  each
different veggie t\pe adjacent (ma[ 1 + 4)

Radio ߞ  Like flowers,  radio  work  fine in  an\
soil  slot.  An\  veggie  that  grow  adjacent  the
radio  mark  double  of  it's  sinergies.  Good and
bad ones.
Music work miracles on veggies (and farmers).
It as no effect on flowers

SSecial Yeggie caUdV
You have special veggies on some cards.

The\ work e[actl\ like other veggies, but their
requirements and s\nergies are peculiar.
To pla\ with special veggie, choose 2 cards at
the start and reveal them.
An\ pla\er ma\ draw up to 1 special veggie per
card (so, she can draw both special veggies)

End
Game end with turn 6.
Check that  all  \our  veggies  meet  their

requirements. Cross out an\ veggie that doesn't
meet even just 1 requirement.

CURVVed RXW Yeggie make nR VineUgieV
and VcRUe -1 SRinW each. Write down this score.

Check VineUgieV. Each 0 VcRUe 1 SRinW.
Each X VcRUe -2 SRinWV. Write down this score.
Write down the flowers score.

Higher score win.
In case of tie, pla\er with fewest X win.

Again,  pla\er with fewest crossed out veggies
wins.






